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INSTRUCTION MANUAL 



Manufacturer 
Magic Conversion Co. 

P.O. Bex 3263 
820 Elmwood Avenue 
Providence, Rl 02907 
(401) 461-9389 

DiSTRlbuTOR 



IGMO DIAGNOSTICS 

In order to aid the operator in quickly locating and 
correcting problems in the IGMO game board, several comprehensive 
diagnostic routines were provided in IGMO software. A diagnostic 
button provided on the harness and designed to be located inside 
the arcade cabinet will allow the operator to enter the diagnostic 
program. A-fter depressing the diagnostic button, the diagnostic 
routines may be selected and executed by using the joystick and 
the fire button. A menu will be displayed upon entering the 
diagnostics and will display the -following diagnostic routines: 

1. CURRENT SETTINGS 

2. COLOR TABLE 

3. SCRATCHPAD RAM 

4. VIDEO RAM 
5- ROM 

6. CONVERGENCE 

7. BUTTONS 

8. EXIT 

The above eight selections are described as follows: 

1. CURRENT SETTINGS- Upon entering this routine, the status of 

the dip switches will be displayed along with a 
description of the function of each switch- Use this 
routine when checking the setting or use it as an aid in 
readjusting the settings. Among the game functions which 
may be adjusted are the number of IGMO's per credit, the 
number of credits per. coin, the difficulty level and the 
extra IGMO level . 

2. COLOR TABLE- The color table function will display the 

different colors of both palettes of the color PROM. If 
bad colors are found, the color PROM, U66, should be 
checked and if necessary, replaced. 

3. SCRATCHPAD RAM- This routine allows U12 to be checked for 

faulty static ram locations. Should an error be found, 
try reseating U12. If an error still persists, replace 
U12. 

4. VIDEO RAM- This routine performs several checks of the 

dynamic ram comprising the display ram. At the end of the 
routine, the status of each dynamic ram is displayed. 
Faulty dynamic rams should be replaced with 150ns 4116 's. 
If errors persist, the ram controllers, U37 and U58, 
should be suspected. 



5. ROM- This selection performs a ROM checksum which should 

point out data and program memory errors should they 

exist. Faulty EPROM ' s will be identified after the 

execution of this routine- Try reseating the EPROM ' s 
before assuming an EPROM failure. If an EPROM is 

replaced, replace it with one of the same code number as 
indicated on the EPROM label. 

6. CONVERGENCE- This routine displays a convergence pattern 

which allows the operator to cllign the color guns of the 
video game monitor. 

7. BUTTONS" This routine allows the operator to locate faulty 

buttons. A tone will sound when a button is depressed or 
if a switch is shorted to ground- If no tone sounds when 
a button is depressed, faulty or dirty contacts should be 
suspected. 

B. EXIT- This routine takes the operator out^ of diagnostics and 
into the regular game mode- 

NOTEs Every time the game is powered-up, all necessary diagnostic 
routines are run to ensure the normal operation of the 
game. Should an error be located by the "self test" 
diagnostics, the error will be displayed on the screen. 
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FRONT PANEL LAYOUT 

We suggest you follow this layout as it is working very well 



instructions 

PLAYERS 

MUST 

UNDERSTAND 

GAME 




1 Player Button 



2 Player Button 



Blue Button to move 



8 Way Joystick 



It is important to put buttons on either side of Joystick to appeal to left or right handed piayers 



Edgeconnector Assignments 



Pin No, 



SOLDER SIDE 



Pin No. 



PARTS SIDE 



GND"Black 

GND-Black 

Plus 5 VDC-Red 

Plu5 5 VDC-Red 

TO COIN CGUNTER-Yellow 

LIGHT II-Yellow 

ID MODULE-Green 

ID MODULE-Gray 

ID MODULE-Purple 

ID MODULE-White/ Yellow 

JOYSTICK UP-White/Red 

JOYSTICK DOWN-Brown 

MOVE BUTTON - GREEN ■ 

1 PLAYER GAME BUTTON-White 



BLUE GUN-BlLie 

Pius 5 VDC-Red 

Plus 5 VDC-Red 

GND-Black 

GND-Black 

Minus 5 VDC-Brown 

Minus 5 VDC-Brown 

Plus 12 VDC-Orange 

Plus 12 VDC-Orange 

RED GUN-Red 

EXTERNAL RESET-Purple 



1 GND-Black 

2 GND-Black 

3 Plus 5 VDC-Red 

4 Plus 5 VDC-Red 
5 

6 LIGHT I-Orange 

7 ID MODULE-White/Yellow 

8 ID MODULE-Purple 

9 ID MODULE-Gray 

10 ID MODULE-White/red 

11 JOYSTICK RIGHT-Gray 

12 JOYSTICK LEFT-Blue 

13 FIRE BUTTON-Yellow 
14 

15 COIN IN-Gray 

16 2 PLAYER GAME BUTTON-Brown 

17 DIAGNOSTICS BUTTON-Whi te/Red 

18 GREEN GUN-Green 

19 Plus 5 VDC-Red 

20 Plus 5 VDC-Red 

21 GND-Black 

22 GND-Black 

23 Minus 5 VDC-Brown 

24 Minus 5 VDC-Brown 

25 Plus 12 VDG-Orange 

26 Plus 12 VDC-Orange 

27 SPEAKER- Ye How 

28 COMPOSITE SYNC-White 



Dip Switch A«»ignmenttt 



31 ON — 1 credit per coin 

OFF ™ 2 credits per coin 

32, S3 .... . ON, ON - 3 ISMO's per credit 

OFF, ON - 4 IGMO's per credit 

ON, OFF - 5 IGMO's per credit 

OFF, OFF - 6 IGMO's per credit 

34, S5 ON, ON - Extra IGMO at 20000 points 

OFF, ON - Extra I6M0 at 40000 points 

ON, OFF - Extra IGMO at <S0000 points 

OFF, OFF ~ Extra IGMO at 80000 points 

S6, S7, SB ON, ON, ON - Di-fficulty level 1 

OFF, ON, ON - Di-fficulty level 2 

ON, OFF, ON - Difficulty level 3 

OFF, OFF, ON - Difficulty level 4 

ON, ON, OFF - Difficulty level 5 

OFF, ON, OFF - Difficulty level 6 

ON, OFF, OFF - Difficulty level 7 

OFF, OFF, OFF - Difficulty level B 



IMPORTANT INFORMATION CONCERNING THIS HARNESS 



Wire groups labelled as GROUP 5 and GROUP 6 are provided for 
FUTURE GAME CONVERSIONS and are NOT required -for operation o-f the 
IQMO game board. HOWEVER, it is strongly suggested that both 
groups (5 and 6) be unaltered and fastened securely to the side of 
the game cabinet for future use- Further information concerning 
game conversions can be obtained by corresponding with your 
distributor. 
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